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Girl, Illustrated Preface 


The illustrations in this book clearly have a consistent style, but we 
do not possess the words to describe precisely and concisely the 
nature of that style. Reluctantly, we’ II outline it by calling it a 
“comic / game / light novel,” a form of media that uses 
illustrations, alternatively, “moe” figures or “bishojo" figures. If we 
were to describe the style in more detail, illustrations that have as 
a basic element “ kawaii ” boys and girls with “big eyes and small 
noses and mouths.” 

The use of the word “style” may incur the displeasure of artists 
who place importance on their originality, but using the word 
“style” makes it easier to see the technical and aesthetic “polish,” 
for example, in the way the colors have been applied and the lines 
have been chosen. In the styles that are found at a level that goes 
beyond the differences between individual works, it is the 
viewpoint of the individual artist who has polished his or her 
technique. Here is a history of already nearly 20 years. 

The fact that a style has been found in these illustrations and the 
fact that the style has been widely accepted beyond the otaku 
community who love “bishojo characters” are probably bound 



together. A good example is the illustration of the bishojo 
character used by JA Ugo (an agricultural cooperative association 
in Japan’s Tohoku District) on its rice packaging. The illustration 
done by Aoi Nishimata is remarkably similar to the “style” that we 
know to be hers. 

The fact that this book was produced for people involved in 
design in Japan and overseas is one of its feature. I need to stress 
again the following to do with the concept of “style.” Style is 
one’s own unique development and refinement of a design. What 
we know as “character illustration" have been generally regarded 
as incompatible with “design” (ask any designer who has had to 
deal with them and he or she will tell you that it is a daunting task). 
What’s more the illustrations in this genre contain so many 
elements that are considered to be “bad taste” by the design 
world. For example, the design and decoration in the background 
behind the characters. These have gradually become more refined 
and stand on their own as elements of new design. They can’ t be 
thrown off as “bad taste” anymore. On the contrary, they represent 
new possibilities that will force the entirety of design to change. 


Tsuyoshi Ito 

Born 1967 in Nagoya. Associate Professor at Tokyo Polytechnic 
University, Department of Manga. Part-time lecturer at Musashino Art 
University, Waseda University and Kuwasawa Design School. Engaged 
in both practical instruction and theoretical study of manga, and known 
for his theoretical study of “characters.” Published writings include 
Tetsuka is dead: Towards an open representation theory for manga (NTT 
Shuppan), Manga are changing (Seidosha), and Thought on contents 
(Seidosha co-authored with Hiroki Azuma et al.) 
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words “strawberry shortcake” on the Internet. My 
idea was to combine things that absolutely do not 
go together like “miso soup shortcake” or 
“technical staff shortcake” and people would sit 
up and take notice. When I thought what this 
most unlikely thing would be for job search 
support, I came with the idea of a moe character. 

What was the general reaction to the creation 
of Chita Milk? 

I was shocked by the terrible reaction it got. First 
off, we took out a full-page spread in the Chunichi 
Newspaper, and then Chita Milk became a topic 
of conversation on 2.ch and mixi. Initially, many of 
the opinions on the Internet were like “You’ ve got 
to be kidding” or “Way too simplistic” and the 
Chita Milk blog was flooded with comments. 
However, gradually people began to understand 
what we were trying to do and the intention 
behind the creation of Chita Milk. As well as an 
increase in the number of people who were willing 
to create Chita Milk with us as something that was 


real, we saw the criticism of Chita Milk start to 
decrease and the number of people supporting us 
increase. Before we knew it, the Chita Milk 
character was walking on her own and had even 
developed a “personality.” After Chita Milk 
became famous on the Internet, she became 
better known in the Chita area also, but in most 
cases it took a long time for people to understand 
what we were doing. We really needed people to 
open their minds. However, there were young 
people who wanted to be involved in the Chita 
Milk project who gathered from all over Aichi 
Prefecture and we were truly grateful for the help 
they gave us in managing the whole thing. 

Because the Chita Milk project is being done on 
non-profit basis, the management side of things 
can be difficult. Everyone worked for us without 
pay. We appointed the young voice actor, Otaka 
Moemi who is from Aichi Prefecture to do the 
voice of Chita Milk and the project served as an 
opportunity for young people to develop their 
skills. As a result of using Chita Milk, we had at a 
maximum 350 times more people than before 
accessing the website and four times the number 
of users who were having job search 
consultations. We’ ve been surprised by the fact 
that there are even people coming all the way 
from Kyushu or Kanto to have a job search 
consultation. 

Regarding the production of the Chita Milk 
character, why did you choose the illustrator 
Koyori Sorahana to do the character design? 

I guessed that when creating this kind of 
character, if you push the moe aspect too hard in 
terms of design, you end up with people who have 
an aversion to moe loathing it. If that happens, the 
character is merely seen as something odd and 
quirky for a short period of time and that 
eventually becomes counter-productive in terms of 
the public information aspect. Koyori Sorahana’s 
drawings are fresh and warm and the characters 
she draws are very popular. That’s why I thought 
she would be able to create a character that 
would be loved by both males and females of all 
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Sanriku Railway Company's 25th Anniversary 

Commemorative Poster: Alice Kuji 

Poster also displayed throughout Kuji City shopping arcades. 
Illustration : Mibu Natsukl 
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Ugomachi, located in south Akita Prefecture 
(approximately 600 km north of Tokyo), has 
become quite famous throughout Japan for 
its unique method of breathing life back into 
its own economy. Ugomachi is receiving an 
economic boost through projects based on 
illustrations of “bishojo,” the cute female 
heroines in the world of anime. Projects 
include the “Beacon Bishojo Contest,” 

“Stick Poster in Ugomachi,” and JA Ugo’s 
Akita Komachi rice packages. 
Government-sponsored projects to boost 
rural economies are not uncommon. In 
Ugomachi, however, the effort is being 
fueled by Takanori Yamauchi, a young local 
man inspired by three personal policies: 
pursue your interests, uncover buried 
resources, and fuse new and old cultures. 
We asked Yamauchi to tell us how he 
maintained his principles while planning this 
project. We also wondered if he had any 
apprehensions regarding the bishojo 
illustration boom that he seems to have so 
easily inspired. Finally, we asked him to 
share with us what he sees on the horizon. 


“I set out to use bishojo illustrations in events and in 
product developments in my own hometown, 
Ugomachi. I am often asked, ‘Why bishojo in 
Ugomachi?’ My response is simple— ‘because 
that’s what I like!’ I have loved illustrations of almost 
every genre since I was a child. I suppose you could 
say my personal taste hugely influenced the 
popularization of bishojo illustrations in Ugomachi. 
During my college days, I wandered around the 
country and became interested in efforts boosting 
local economies. I learned the importance of 
“uncovering buried resources” and “fusing new 
and old cultures” within local communities, and I 
launched a series of projects to test my theory. 
The thing is, people often assume you can sell 
just about anything if you slap a cute bishojo 
illustration on it. This is a major misunderstanding. 
In fact, you see bishojo on products all over Japan 
that have ended up looking more like souvenirs 
from Akihabara than any local specialty item. This 
is simply importing the “Akihabara culture.” 

What I am trying to communicate is not the idea 
of using bishojo per se, but combining it with the 



Ugomachi, Akita Prefecture 
Fusing the old and the new 
Takanori Yamauchi’s New Endeavor: 
Bishojo Illustration Project 
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onineko 

http://oni26.tudura.com/ 
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Comments 
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1 love drawing everything from fantasy to "dark" pictures. My aim for the future is for 

Profile 

1988 / Female / Fukuoka 

The inspiration of creation 
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E-mail 

Media 

SAI / Photoshop Elements 
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konno kengo 

http://unitya.nobody.jp/ 
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Comments 

1 love things with a nature motif such as water, the sky or cherry trees and draw a lot of 
them. 1 also really love ruins and so 1 would like to concentrate more on background 

Profile 

The inspiration of creation 
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Nature is the perfect kind of art, particularly at dusk when the clouds gather. 
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uni-guru@sc.dcns.ne.jp 

Media 

SAI / Photoshop 
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sabamu 

1 draw manga and do paintings. 1 like musical instruments. 1 like medieval Europe. 1 like 
church architecture. 1 like wooden buildings. 1 like the Kojiki. 1 like fantasy. 1 like 
dragons. 1 like chivalry. 1 like armor. 

http://nishimuku.buzama.com/ 


Profile 

Male/Chiba 

The inspiration of creation 

^ : flLLUSTRIERTE ENZYKLOPAOIE OER MUSIK INSTRUMENTEJ 

sabamu@hotmail.com 

Mfi:? 7VA. K-fy, t-*Y')7s 4*')7. Mo, -<*- 

Book: lllustrierte Enzyklopadie Der Musik Instrumente. Travel: France, Germany, 

Media 

Mechanical pencil / COMICART CG illust / Photoshop 

Austria, Italy, Turkey, Peru. 
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sayori 


Comments 

I love drawing beautiful girls, confectionary and accessories. I work on quite a few 
"beautiful girl" games and light novels. 


http://sayori.sabori.com 


Profile 

1985 / Female / Tokyo 


The inspiration of creation 

Only photographs. I have collected lots of photographs of cute confectionary and 
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Comments 

Sin Takekawa 

V m good at styles that are chic and understated. In the future V d like to refine my 

http://www.geocities.jp/takekawasin/ 


Profile 

1978/Male/Tokyo 

The inspiration of creation 

E-mail 

Tori Amos's music and PV. 

Media 

SAI / Photoshop 
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Comments 

1 mainly do illustrations for novels. 1 am currently training myself in various ways. 

Profile 

The inspiration of creation 

1976 / Male / Tokyo 

E-mail 
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toi8@popl 1 .odn.ne.jp 

When 1 think back to the animated series Jin-Roh: The Wolf Brigade. 1 came to like 

Media 

Painter / Photoshop / Pencil / Plain paper 

hand-drawn pictures are good. 
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ERI NISHIMURA 

http://www.erimo-works.com/ 

\ 

Comments 
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I'm good at illustrations of "atmospheric" people and of cute, sexy women and at 
character production. At the moment, 1' m mainly doing gaming work, but 1' d like to 
have a go at illustrations for novels. 

Profile 

The inspiration of creation 

E-mail 

ffl# (*») -'fflSKfr, wraovt-K *«®K57, a»# (rif Ai'ofctfT) 

info@erimo-works.com 

(Summer Wars was good). 
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The inspiration of creation 

1987/ Female / Kanagawa 
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E-mail 

Music by Tabito Nanao. 

hukahire@dc4.so-net.ne.jp 
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Comments 
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1 do lots of full color illustrations for CD jackets and pinups etc. By combining 
mechanical things with organic things, 1 d like my drawings to surprise people. 

Profile 

1976 / Male / Kanagawa 

The inspiration of creation 
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1 continually get stimulation from the members of supercell. 1 am a member of a 
creative unit. 1 really enjoy music and illustration collaborations. 

J 

mail@redjuicegraphics.com 

Media 

SAI / Photoshop / XSI 
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